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PERSONALIZED WIRELESS VIDEO GAME SYSTEM 

5 Technical Field of the Invention 

The present invention relates to video games and in particular the present 
invention relates to wireless control of a video game system. 

Background of the Invention 
10 With the advancements in video game systems, personalized operation is 

becoming more desirable. Original video games allowed any user to operate the game 
at different skill levels which were selected at the start of the game. Each user, 
however, was treated the same during operation of the game. It would be desirable to 
allow each user to have a personality which interacts with the game, such that video 
15 game have the ability to "recognize" a user and adjust game operation accordingly. 

Video game systems typically include one or more controllers for controlling the 
operation of a video game. These controllers are connected to a central processing unit 
through a communication bus cable. The video game user, therefore, is restricted in 
possible operating locations. That is, a user cannot play a game from a relatively remote 
20 location. 

Further, because the game controllers are attached to the central processing unit, 
a portable personalized controller cannot be provided. Any user who operates a game 
using the same controller is treated the same by the video game. 

For the reasons stated above, and for other reasons stated below which will 
25 become apparent to those skilled in the art upon reading and understanding the present 
specification, there is a need in the art for a video game system having a portable 
controller which allows user to operate a video game from a remote location. Further, a 
video game system is need which has portable personalized game controllers. 
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Summary of the Invention 

The above mentioned problems with video game systems and other problems are 
addressed by the present invention and which will be understood by reading and 
studying the following specification. A video game system is described which includes 
personalized wireless game controllers. The controller allows for the custom operation 
of an interactive video system based upon personal data transmitted from the controller. 

In particular, one embodiment of the present invention describes a personalized 
portable video game controller comprising a wireless transmitter for transmitting user 
personalized information and video game control signals to a video game processor, 
input controls for generating the control signals in response to movements by a user, a 
non-volatile memory for storing the user personalized information, and a receiver for 
receiving wireless transmissions from the video game processor. The received wireless 
transmissions including data to be stored in the non-volatile memory. 

In another embodiment, a video game system is described which comprises a 
processor unit for operating game software and displaying video images on a display 
screen. The processor includes a receiver for receiving wireless identification and 
control signal transmissions. The system also comprises a personalized portable 
controller having a plurality of control switches for generating game control signals, a 
non-volatile memory for storing personalized identification information corresponding 
to a user of the controller, and a transmitter for wireless transmitting of the 
identification and control signals to the processor unit. 

In another embodiment, a method of operating an interactive video system is 
described. The method comprises the steps of activating a processing unit, transmitting 
personalized information from a controller using wireless transmissions, storing the 
personalized information in a memory of the processing unit, transmitting updated 
personalized information from the processing unit to the controller using wireless 
transmissions, and storing the updated personalized information in a memory of the 
controller. 
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Brief Description of the Drawings 
Figure 1 is a prior art video game system; 
Figure 2 is a video game system of the present invention; 
Figures 3a and 3b are a more detailed illustrations of some of the components of 
5 the system of Figure 2; and 

Figure 4 is a detailed illustration of one embodiment of a wireless video game 
controller. 

Detailed Description of the Invention 

10 In the following detailed description of the preferred embodiments, reference is 

made to the accompanying drawings which form a part hereof, and in which is shown 
by way of illustration specific preferred embodiments in which the inventions may be 
practiced. These embodiments are described in sufficient detail to enable those skilled 
in the art to practice the invention, and it is to be understood that other embodiments 

15 may be utilized and that logical, mechanical and electrical changes may be made 
without departing from the spirit and scope of the present inventions. The following 
detailed description is, therefore, not to be taken in a limiting sense, and the scope of the 
present inventions is defined only by the appended claims. 

Referring to Figure 1 a typical video game system is described. The system 

20 includes a central processing, unit 100 which is connected to a video monitor 102, or 
television. The central processing unit is adapted to receive a video game cartridge 
which includes software to operate the central processing unit. A game controller 104 
provides control signals to the central processing unit via control wires 106, or 
communication bus. The controller can include a number of input switches 108 for 

25 providing signals to operate a video game. A variety of controllers are known to those 
skilled in the art, but all controllers require wires and are not personalized. It should be 
noted that the term video game, as used herein, refers to interactive video systems 
displaying images for amusement or education. Video game, therefore, should not be 
interpreted as limited to amusement systems. 
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Figure 2 illustrates a video game system 120 which includes a central processing 
unit 122 which is connected to a video screen 124, monitor, or television. The central 
processing unit is adapted to receive a video game cartridge which includes software to 
operate the central processing unit. The software can equally be supplied on any storage 
medium, such as magnetic diskette or compact disk, or the like. A wireless game 
controller 126 provides control signals to the central processing unit. The controller can 
include a number of inputs 128, or switches for providing signals to operate a video 
game. Again, a controller of the present invention can include any known input device 
including electrical switches sensitive to human movements. 

A more detailed description of the features of the components of the video game 
system are described as follows. The central processing unit includes at least one 
receiver circuit (RX)130 for receiving signals from the wireless controller 126, see 
Figures 3a and 3b. In the preferred embodiment, the receiver 130 is adapted to receive 
signals provided in a predetermined frequency range. The controller 126 includes a 
transmitter circuit 132 designed to transmit control signals within this frequency range. 
The wireless controller, therefore, provides a game user the freedom to operate a video 
game from a greater distance than prior video game systems. That is, video games can 
be played on large video screens without the requirement of operating the games from 
close proximity without requiring long controller cables. Each controller includes a 
unique transmitter, thus, the processor may require multiple receivers 130 for 
simultaneous operation from multiple controllers. 

The transmitter provided in the controller can be infrared, or a low voltage 
frequency modulated transmitter. It will be appreciated by those skilled in the art that 
any low voltage transmitter is contemplated for use in the controller. Because the 
controller is wireless, a user can remove the controller from the location of the video 
game central processor. Thus, the controller is easily transported. In the preferred 
embodiment, the controller includes a non-volatile memory device 134 such as, but not 
limited to a static random access memory (SRAM), EEPROM, or Flash EPROM. The 
memory is used to store data, via control 136, corresponding to personal information 
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regarding the user of the controller. Such personal information can include, but is not 
limited to, a user name, age, previous video game scores and statistics, and a current 
skill level for a video game. Additional information can be stored which is dependant 
upon the type of video games operated in the system. It will be appreciated that a 
5 controller of the present invention provides an advantage in allowing each child in a 
household to have a personalized controller. By including the age of a user, it will be 
appreciated that amusement games designed for a specific age group is not operated by 
an inappropriate user^Itie£efore, the controller provides a minimum level of 
supervision. Further, educational video "games" can be adjusted to the age of the user. 
10 The central processing unit 122 can also contain a memory device 136 which 

stores data corresponding to the controllers. As such, another embodiment is 
y contemplated. One embodiment transmits an identification code from the wireless 

M3 controller 126 to the central processing unit 122 during operation. The CPU then 

d analyzes the identification code using control 138 and retrieves data stored in the CPU 

% 15 memory 136 which corresponds to the identification code. The CPU can, therefore, 

® retrieve personalized information relating to the user of the identified controller. For 

U example, each child in a household can have a personalized controller which identifies 

^j™ the user and their game preferences/ ^nd perf ormance histor y As su ch, the game system 

^ uses one direction communication. 

20 In another embodiment, the wireless controller stores the detailed personalized 

data in its memory 134 and transmits this data to the CPU. The CPU then stores this 
data in its memory 136 for use during the operation of a game. The controller, 
therefore, is the location for permanent storage of personalized user data. This 
embodiment requires that the CPU transmit updated information to the controller via 
25 transmitter 140 for updating the data stored in the controller memory. This updating is 
preferably performed during the operation of the game. This embodiment allows the 
controller to be used with multiple CPUs. For example, a child can transport their 
personal controller to another location (a friend's home) and use the controller on a 
different host CPU. In this embodiment, each controller 126 contains a receiver 142 for 
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receiving wireless communications from a transmitter located in the processing unit. In 
this embodiment, the memory 136 located in the processor 122, therefore, can be 
volatile or non-volatile because the personalized data does not have to be stored beyond 
the operation of the game. Multiple transmitters 140 may be required to transmit to 

5 multiple controllers operating over different frequencies. 

Several different methods of transmitting controller information from the 
wireless controller to the CPU are contemplated herein. In one embodiment, a multiple 
bit identification code is transmitted from the controller with each control signal output 
transmission. For example, in an eight-bit transmission from a controller, the first two- 

10 bits can designate the controller identification, see Table 1 . 
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TABLE 1 


The data transmission illustrated in Table 1 uses two bits to transmit a controller ID 
code (CODE) and six bits to transmit a control switch code (SWITCH CODE). It will 
be appreciated by those skilled in the art, that other data formats can be implemented 
20 without departing from the present invention. In this embodiment, the CPU receives the 
data transmission and decodes the CODE to identify the transmitting controller. Data 
stored in the CPU memory can then be retrieved and used by the CPU during game 
operation. 

If the controller is used to store detailed information about the user, an initial 
25 data transmission is performed by the controller to "down load" the data from the 

controller memory 134 to the CPU. The CPU then stores this data in memory 136 for 
use during game operations. This data is periodically updated by the CPU and 
transmitted to the controller during "quiet" periods in the game when the user is not 
operating the controller, such as between game levels. A final memory update can be 
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performed upon completion of a particular game. Information stored in either the CPU 
or the controller can be updated via the CPU and selections presented on the video 
screen. For example, to enter a user name the CPU can present the alphabet on the 
screen and allow the user to select the letters of their name. Likewise, other personal 
information can be selected. As such, the CPU includes, or is capable of operating, 
software or firmware for the purpose of selecting user information. 

Referring to Figure 4, one exemplary embodiment of a wireless controller 126 is 
described. The controller includes a housing 150 which is designed to be hand held. A 
variety of input/control switches 152 are provided to allow an operator to respond and 
control an interactive video game. The number and style of input control switches is not 
particularly relevant to the present invention. The controller is preferably battery 
operated and has a receptacle for receiving a battery pack 154. The battery pack can be 
a rechargeable battery which can be recharged either separately, or while located within 
the controller. The controller includes circuitry described above for one or two 
directional communication of control signals and personal controller data with the CPU. 
The wireless controller can also include a battery saver circuit 156 which turns internal 
circuitry off, such as the transmitter, when a predetermined time elapses between 
activation of any of the control switches. This circuitry reduces power consumption, 
thereby, extending time between battery replacement or recharge. 


A video game system has been described which includes a wireless game 
controller which stores information about the user of the controller. The controller 
includes a memory for storing the information. The information is then communicated 
through wireless transmissions to a processor operating the video game. The 
information can include, for example, the user's name, skill level, preferred characters, 
handicaps, limitations, and/or historical game scores. The game controllers can include 
a wireless receiver for receiving communications from the game processor to update 
information stored in the controller. Several different communication operations and 
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protocols have been described, including storing a user identification code in the 
controller with corresponding detailed information stored in the game processor, or 
storing detailed information in the hand held controller and down loading the 
information to the game processor. 

Although specific embodiments have been illustrated and described herein, it 
will be appreciated by those of ordinary skill in the art that any arrangement which is 
calculated to achieve the same purpose may be substituted for the specific embodiment 
shown. This application is intended to cover any adaptations or variations of the present 
invention. Therefore, it is manifestly intended that this invention be limited only by the 
claims and the equivalents thereof. 


